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Abstract 
This research investigates personality variables connected to gaming activity, preferences and motives to play. A 
questionnaire was designed to evaluate specific preferences for PC games and applied to 94 players. Also, we used 
DECAS, a personality inventory, which evaluates the dimensions of the Big Five model. 
Results show that open people, with low conscientiousness and emotional stability are more likely to play a game 
when are bored, while players with high extraversion start a game to meet new people. Personality variables also 
correlate with the type of game, features preferred, and with reasons to quit playing PC games.  
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1. Introduction 
During the past years in Romania the use of computers for playing video games has increased, 
especially among the youth. According to the study EU Kids Online II (2011) the average age at which 
children in Romania use the Internet for the first time is 10 years, and it is still decreasing. Also, the 
number of Romanian players of online games has increased. Some of the online games have even 
designed special servers for Romanian players and translated all the features of the game in Romanian to 
make the game easier to play. 
While studies on gaming are nearly missing in Romania, the international literature has already 
explored the link between personality and gaming, as well as gender differences in game play activity. 
Winther (2010) showed that personality traits do affect why and how people play online games, and the 
study developed by Huh & Bowman (2008) suggests that neuroticism and extraversion are two traits 
associated with online games addiction. Gender differences in game play activity received a lot of 
* Corresponding author, Tel.: +0-744-101-901. 
E-mail address: rusu.silvia@ymail.com 
2 ublished by Elsevier B.V. Selection and/or p er-review under resp nsibility of PSIWORLD2011
Open access under CC BY-NC-ND license.
Open access under CC BY-NC-ND license.
678  Silvia Rusu et al. / Procedia - Social and Behavioral Sciences 33 (2012) 677 – 681S. Rusu et al. / Procedia - Social and Behavioral Sciences 00 (2011) 000–000 
attention from researchers. Griffiths & Hunt (1998) concluded after reviewing the literature that men 
spend more time playing than women, and are at greater risk of gaming addiction. Lucas & Sherry (2004) 
based on the use and gratification theory showed how women play games for different reasons than men. 
Quaiser-Pohl, Geiser & Lehmann (2005) proved that men are more „action-and-simulation game 
players”, while women are more „logic-and-skill-training game players”. To our knowledge, at this 
moment  there is no evidence about the traits and preferences of the Romanian game players, or about 
gender differences in gaming preferences and motives. 
The objective of this exploratory study is to show a picture of the Romanian computer game player by 
analyzing the motivation to play, preferences for certain game types and game features as well as their 
connection to personality and gender.  
2. Methodology 
2.1. Participants 
94 students who played video games volunteered to participate in this study (46 preferred online 
games, while 48 preferred offline games). The sample was gender balanced (51,1% male), and the age 
ranged from 18 to 30, with a mean of 22 years old. 
2.2. Instruments 
We developed a questionnaire to evaluate aspects relevant to the gaming activity. The questionnaire 
has 6 items related to (1) the reasons to start playing games, (2) the reasons that motivated participants to 
keep playing a certain game, (3) the type of games preferred (strategy, fantasy etc.), (4) the preference for 
online or offline games; (5) the importance of certain game features and (5) the reasons to stop playing a 
certain game. Participants rated the options of each item on a 5 points Likert scale. 
DECAS Personality Inventory (Sava, 2008) is a 97-item test which requires a dichotomic answer 
(“true”/”false”). The items are distributed into five content scales: openness, extraversion, 
conscientiousness, agreeableness, and emotional stability (its reversed score is neuroticism), representing 
the five-factor model of personality. Internal consistency of the scales on a Romanian representative 
sample (N = 1250) varies between .70 for conscientiousness and .75 for emotional stability.  
3. Results 
3.1. Relation between personality and game play activity 
Table 1 shows the correlations between personality variables and the reasons people have to start 
playing a game. 
Table 1. Correlations between personality variables and reasons to start playing a game 
Notes: * p < .05, ** p < .01 
Openness  Extraversion Conscientiousness Agreeableness Emotional 
stability 
Boredom -.30** -.13 -.20* -.14 -.20 
Relaxation -.04 -.131 -.03 -.05 -.04 
Interacting with others .09 .30** .09 -.14 .06 
Curiosity .02 .002 -.06 -.05 .04 
679Silvia Rusu et al. / Procedia - Social and Behavioral Sciences 33 (2012) 677 – 681S. Rusu et al. / Procedia - Social and Behavioral Sciences 00 (2011) 000–000 
The results show that persons low on openness and conscientiousness are more likely to start playing a 
game when they are bored. This is consistent with the literature on Big Five saying that individuals with 
high openness or conscientiousness are less susceptible to boredom (Zumdick, 2007). Also, the possibility 
of interacting with others during a video game is a reason for extravert individuals to start playing.  
Table 2. Correlations between personality variables and type of game preferred 
Openness  Extraversion Conscientiousness Agreeableness Emotional 
stability 
Strategy  -.02 .07 -.05 -.19 .13 
Shooter  .007 .09 .02 -.13 .18 
General knowledge .11 .10 .22* .04 .006 
Fantasy  .30** .18 -.005 .05 -.05 
Racing .03 .14 .13 -.13 .15 
Sports -.01 .16 .09 .01 .11 
Notes: * p < .05, ** p < .01 
Table 2 shows that personality is weakly related to the preference for a game type. Previous studies 
have shown significant correlations between conscientiousness and general knowledge, supporting the 
results of this study suggesting that conscientious individuals are more interested in general knowledge 
games. A significant positive correlation between openness and the preference for fantasy games was also 
noticed. 
Table 3. Correlations between personality variables and preference of game features 
Openness  Extraversion Conscientiousness Agreeableness Emotional stability 
Game theme .23* .02 .03 -.12 .02 
Game strategy .08 .12 -.009 -.23* .07 
Game story .22* .06 .03 -.13 .18 
Graphics .21* .04 .29** -.01 .25* 
Sounds .08 .08 .13 -.04 .18 
Notes: * p < .05, ** p < .01 
The results in Table 3 suggest that the theme of a game is important for individuals with high 
openness, while the strategy of the game is an attractive feature for low agreeableness participants. 
Openness to experience is also related to the importance given to the story of the game. The graphics is a 
relevant feature for individuals with high openness, conscientiousness and emotional stability, while the 
importance of the sound in games is not correlated with personality variables.  
3.2. Gender differences in game play activity 
When it comes to gaming, most differences between men and women seem to be related to game type 
and feature preferences. Table 4 presents only the significant gender differences concerning game play 
activity. 
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Table 4. Gender differences concerning preferences for game type and features 
Males 
(mean rank) 
Females 
(mean rank) 
U Mann Whitney 
Game graphics 50,81 39,06 728,5* 
Game sound 50,77 39,10 730,5* 
Shooter games 51,57 37,43 657,0** 
General knowledge testing games 38,10 51,74 686,5** 
Fantasy games 38,78 50,22 716,5* 
Racing games 51,33 36,5 623,5** 
Sports games 51,00 38,00 682,0* 
Notes: * p < .05, ** p < .01 
Male and female have different preferences towards the type and the features of the video games they 
play. While graphics and sound are attractive features for men players, female players are less interested 
in these aspects. When it comes to the type of game preferred, men are more likely to choose a shooter, a 
racing or sports game to play. Women seem to be more interested than men in fantasy and general 
knowledge testing games. These gaming preferences are well explained by the study developed by Lucas 
& Sherry (2004). They showed that young men are more motivated by competition in playing games than 
young women. Regarding female players, the same showed women are more motivated by challenge (to 
push oneself to beat the game or get to the next highest level) than by competition, which explains 
women’s preference for fantasy and general knowledge games. 
4. Discussion 
This study attempted to offer a picture of the Romanian young PC game players, their preferences and 
reasons to play. We noticed that personality is an important factor in the game playing activity, since it is 
correlated to the reasons to start playing games as well as to preference for certain game types and 
features. Individuals with low openness and conscientiousness are more susceptible to boredom 
(Zumdick, 2007), so they are more likely to start playing a PC game in order to pass time or alleviate 
boredom. Players with high extraversion are more likely to start a game and continue playing it for the 
possibility of meeting new people and for the pleasure of interaction. Personality is also related to the 
preference for certain game features: players with high openness consider the game theme, story and 
graphics to be important, high conscientious and high emotionally stable individuals appreciate the 
quality of the game graphics, and low agreeableness players are the ones who consider the game strategy 
to be important. 
Gender differences concerning the gaming activity are similar to the ones found in previous studies 
(Lucas & Sherry, 2004, Quaiser-Pohl, Geiser & Lehmann, 2005). Female players are motivated by 
challenge (preferring fantasy or general knowledge games), while male participants are more motivated 
by competition (preferring racing, sports or shooting games). No significant difference was found 
concerning the reasons female and male have to start playing a video game. 
At this point, we can say that the results of this study are consistent with the previous literature on 
gaming, personality and gender differences, showing no special characteristics of the Romanian young 
game players. Yet, this study has some limitations: (1) it only considered a gender balanced sample of 
young players, so it doesn’t offer any information on how spread is the gaming phenomena among the 
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youth or across genders; (2) it focuses on giving a general picture of the Romanian young PC game 
players, ignoring the effects of the gaming activity on the participants (either positive or negative).  
In conclusion, we consider this study to be a first step to a better understanding of the gaming 
phenomena in Romania. Future studies should examine the positive and the negative consequences of 
gaming activity on Romanian young players. Another future focus could be on how the results of this 
study or similar ones can be put to good use in the development of educational games (e.g. the male’s 
preferences for competition games and girl’s preferences for challenge games or the tendency of low 
conscientious and openness individuals to start playing a game out of boredom). 
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